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(57) ABSTRACT

A cooperative tile game played on a surface and having bifur-
cated tiles formed of conjoined hexagons each having an
indicia of value. Play is initiated by selecting and placing one
or more tiles on the surface in a three-tile triangular initial
configuration. Players first exchange tiles from their hand
with those in the initial configuration to achieve a predeter-
mined set of tiles in the initial configuration. Subsequent
rounds begin with a tile from the previous round. During play
tiles are placed in turn such that at least one edge of a hex-
agonal portions is adjacent to an edge of a hexagonal portion
of a previously placed tile having the same indicia of value
and such that no edge of is adjacent to a side having a different
indicia of value. Play proceeds until all playable tiles are
placed. The value of waste tiles is subtracted from the value of
created assets to achieve a score. All players achieve the same
score.

9 Claims, 6 Drawing Sheets
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1
TILE GAME AND METHOD OF GAME PLAY

BACKGROUND OF THE INVENTION

1. Field of the Invention

The present invention relates to games and more particu-
larly to tabletop tile games for entertainment and educational
purposes.

2. Description of the Background

Tabletop games include a wide variety of types of games
including board games, card games, dice games, tile-based
games and other games that are normally played on a table or
flat surface. Such games have been played in numerous forms
and variations from antiquity and are have been used as a way
to teach concepts and strategy to adults and children alike.
Board games such as chess, checkers or, more recently,
Monopoly® are, as their name suggests, typically played on
amarked board or mat that governs some aspect of game play.
Other games such as tile games including dominoes and
Mabhjong require only an unmarked flat. Most tabletop games
with the exception of many card games incorporate one or
more game pieces which are physical representations that
may be manipulated by the player(s) to achieve the goals of
the game. Chess pieces, checkers, dice, dominoes and tokens
are examples of game pieces used in well known tabletop
games.

Domino tiles are flat, rectangular game pieces historically
carved from ivory or dark hardwood such as ebony, with
contrasting black or white dots referred to as pips. Modern
sets may be made from virtually any material and are com-
monly made of plastic or resin. In their most common form,
the tiles, sometimes referred to as bones, are modular rect-
angles (i.e., composed of two squares joined on a single side)
with a number of pips appearing on each half of the tile. The
traditional set of dominoes contains one unique piece for each
possible combination of the two halves with zero to six spots.
This set is referred to as a double-six set because the highest-
value piece has six pips on each half (i.e, the “double six”).
The pips from one to six are generally arranged as they would
be on a six-sided or cubic die and domino tiles are thought to
have been originally created or developed as a representation
of'all of the possible combinations of two such dice. There are
21 possible outcomes of the role of two cubic die. However,
because dominoes have grown to include a “zero” tile, there
are seven possible faces and thus 28 unique domino tiles in a
double-six set.

There are many variations of tile game play generally and
even many variations in the games that are played with
domino tiles and referred to by the name “dominoes”. While
these games may teach simple lesions (such as counting for
children) and more complex strategy, depending on the rules
of the game, traditional dominoes and other tabletop games
are characterized by competition between players to “win”
the game. Winning may be accomplished by collecting or
scoring the most points, by playing pieces to accumulate the
least points or by accomplishing a specified goal according to
the rules of the game being played. Because of this competi-
tion between players, one lesion that is not taught by dominos
is that cooperation among players can increase the collective
good of the whole. It would be desirable to provide a game
that is entertaining, easy to play in virtually any setting,
requires few pieces to play and teaches participants to strat-
egize for the good of the whole over the individual winner.

SUMMARY OF THE INVENTION

It is an object of the present invention to provide a game
system for the amusement of players.
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2

It is another object of the invention to provide a game
system that requires players to strategize within the rules of
the game to achieve a maximum result.

It is yet another object of the invention to provide a game
that teaches players the value of cooperative and constructive
behavior in the creation and sustainable development of a
community environment.

These and other objects are achieved by a cooperative tile
game played on a planar surface and having bifurcated tiles
formed of conjoined hexagonal portions each having an indi-
ciaof'value. Play is initiated by selecting one or more tiles and
placing them on the planar surface in an initial configuration.
In afirst round the initial configuration is a three tile triangular
arrangement and players first exchange tiles from their hand
with those in the initial configuration to achieve a predeter-
mined set of tiles in the initial configuration. Subsequent
rounds begin with a tile from the previous round. During play
tiles are placed on the planar surface by each player in turn
such that at least one edge of one of a hexagonal portions is
adjacent to an edge of a hexagonal portion of a previously
placed tile having the same indicia of value and such that no
edge of is adjacent to a side of a hexagonal portion of a
previously placed tile having a different indicia of value. Play
proceeds until all playable tiles are played, after which the
value of waste tiles is subtract from the value of created assets
to achieve a score for the round. The score for each round is
averaged over the number of rounds played to obtain a score
for the game. All players achieve the same score.

In contrast to the vast majority of multi-player games
whose object is to beat or shut down the other players, the
goals of present game, Cohado™, are to create as many assets
for the collective “community” of players, and to eliminate
waste. It is believed that if these two principles are applied
broadly in life, the functioning of almost every aspect of
society will be greatly enhanced.

DESCRIPTION OF THE DRAWINGS

The objects, features, and advantages of the present inven-
tion will become apparent from the following detailed
description of the preferred embodiments and certain modi-
fications thereof when taken together with the accompanying
drawings in which like numbers represent like items through-
out and in which:

FIG. 11is a perspective view of an exemplary tile or “bone.”

FIG. 2 is diagram of the six glyphs that may appear on the
faces of the bones.

FIG. 3 is a diagram of the Queen Set.

FIGS. 4A through 4D are diagrammatic of legal moves.

FIG. 5 is an exemplary single round scorecard.

FIGS. 6A through 6D are diagrammatic of scoring clusters.

DETAILED DESCRIPTION OF THE PREFERRED
EMBODIMENT

For the purposes of promoting an understanding of the
principles of the invention, reference will now be made to the
exemplary embodiment illustrated in the drawings and
described below. The embodiment disclosed is not intended
to be exhaustive or limit the invention to the precise form
disclosed in the following detailed description. Rather, the
embodiment is chosen and described so that others skilled in
the art may utilize its teachings. It will be understood that no
limitation of the scope of the invention is thereby intended.
The invention includes any alterations and modifications in
the illustrated device, the methods of operation, and further
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applications of the principles of the invention that would
normally occur to one skilled in the art to which the invention
relates.

With reference to FIG, 1, an exemplary tile 10 or “bone” is
depicted. As shown, the preferred bone is defined by a pair of
three-dimensional conjoined hexagons 11 sharing a single
side and having a thickness joining the upper and lower hex-
agonal surfaces proportional to the side length of the hexa-
gons and sufficient to facilitate easy lifting and placing of the
tiles 10 by hand as will be described. Each upper surface 12 of
each hexagon is a “face” of the bone such that each hexagon
has two faces on which one of the six “glyphs” of the game is
displayed. The lower surface 14 of the tiles 10 may preferably
be flat for conventional play of a flat surface such as a table.
Alternately, lower surface 14 may be concave for cooperative
engagement with a playing field or game board having a
predefined field of cooperatively sized tessellated regular
hexagons having protruding portions 2 to be received within
the concavity of the lower surface 14 of the tiles 10 in order to
center and retain the tiles in position once placed in the
playing field during game play. The tiles 10 are may be
formed from any sufficiently hard and strong material and
may preferably be formed of metals (such as steel, aluminum
or copper), wood, ceramic or plastic materials or combina-
tions thereof The playing field, if present, may be constructed
of a foldable wooden, plastic or cardboard surface or may be
flexibly constructed of leather or cloth imprinted with the
regular hexagonal playing field. The regular hexagonal form
of the filed and tile halves is preferred for its tessellating
characteristics but other regular tessellating forms (equilat-
eral triangle and square) or irregular tessellating forms may
alternately be utilized. In certain embodiments, non-tesselat-
ing forms may also be utilized. In an alternate embodiment
the planar surface may be comprised of a flat video display
panel and the tiles provided in the form of video images
depicted on the display.

With reference to FIG. 2, the iconography of the bones is
depicted. Each bone bears one glyph on each of its two faces
and no two bones are alike. Note that while the symbolism of
the 0/7 bones (Pure Spirit/Spirit Realized) varies depending
on game play, the glyphs are the same such that there are 6
total glyphs and thus 28 combinations of glyphs on the tiles
without repeating a combination. Each glyph is assigned a
value or weight as follows: Pure Spirit (0), The “I” (1), Other
(2), We (3), Structure (4), Works (5), Community (6), and
Spirit Realized (7). As noted, Pure Spirit and Spirit Realized
depict the same glyph such that the value assigned to the
glyph is determined by game play as will be described. The
game is preferably played by five players but a greater or
lesser number of players my participate. The game is also
played in rounds, also termed generations, with seven being
the preferred number of rounds in a game. The object of the
game is to use the fewest “beats”, or moves, to achieve the
minimum amount of waste. Success is not measured by indi-
vidual loss or gain as in most games. It is scored at a group
level so that each member or player contributes to (or detracts
from) the success of the whole. Points are accumulated by
clustering like faces or glyphs.

To begin the game, the tiles 10 are randomized either by
mixing face-down on the playing surface or by shaking the
tiles in an opaque bag or “bonesack.” Beginning with the
eldest player and advancing heartwise (clockwise), each
player takes three tiles from table or bonesack. Each player’s
drawn tiles are placed face-down on the table in front of the
player and are kept out of view of the other players for the
duration of the game. Before the first round of the game can
begin the players must “evolve” a particular tile configura-
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4

tion, referred to as the “Queen Set,” as depicted in FIG. 3. The
Queen Set is a triangular tile configuration constructed from
the V4, %, and % tiles, with the 1, 2, and 3 glyphs at the
exterior corners and the 4, 5, and 6 glyphs on the interior. This
pattern can only be achieved by using the three specific tiles
identified above.

To begin play, after the players draw their tiles, the eldest
player at the table draws three of the remaining tiles and
places them face down in the inverted triangular configuration
of'the Queen Set as depicted in FIG. 3. This configuration is
called the Tumbler. The elder then inverts the Tumbler reveal-
ing the faces of the selected bones. It is highly unlikely that
the Tumbler will include all three tiles needed to create the
Queen Set.

The first task of the players is to “evolve” the Tumbler into
the Queen Set by trading their pieces with the pieces of the
Tumbler to create the precise pattern of the Queen Set. Again,
the eldest player at the table begins the process and play
progresses heartwise. Each player examines their drawn tiles
to determine if any of their tiles are one of the three pieces that
form the Queen Set. If so, the player trades that piece for one
in the Tumbler so as to evolve the Tumbler toward the Queen
Set. If they have none of the needed tiles, the player may
examine their drawn tiles to determine how best to play their
draw to support the goals of the game. The player can then
elect to pass or to replace another bone in the Tumbler if they
assess that would be the best move. In either case, the table
receives one beat (as will be explained below) for trading or
passing. If the Queen Set is not achieved on the first cycle
through the players, ply continues in turn but players may, on
their turn, then draw a single bone from the “well” (the
remaining bones not yet distributed to players) and trade it
into the Tumbler, or pass if it does not add to the goals of the
game at this point. This process continues until the Tumbleris
evolved into the Queen Set, after which regular play can
begin.

The goal of play is to cluster three or more faces having the
same value or weight (i.e., glyph) to accumulate assets for the
table while leaving as few hanging tiles as possible. Hanging
tiles are tile faces that have not been touched by another face
of'the same weight. Assets reflect constructively played tiles
and consist of clusters of 3 or more adjacent, like glyphs),
whereas waste is created when tiles are played in such a way
that at least one of the face is left hanging. These are non-
constructively played tiles in as much as they are considered
waste and detract from the accumulated assets of the table.
Bones that remaining at the end of a round that cannot be
played are also considered waste. Clusters of only two like
faces are neutral, neither adding to assets or waste.

Regular play continues in the order established when
evolving the Tumbler and each player takes a turn placing a
tile from his or her drawn tiles onto the playing field. With a
few exceptions as will being identified, a legal move is amove
in which a placed tile is touching edge-to-edge with an
already placed tile of the same weight and nothing else. More
specifically, with reference to FIG. 4A, a legal move is
depicted because the 1 glyph of the placed tile 19 is directly
adjacent to the 1 glyph of the previously placed tile 21 but
does not share a side with the 4 glyph. FIG. 4B depicts a
prohibited or illegal move in that although the 1 glyph of the
placed tile 19 is directly adjacent to the 1 glyph of the previ-
ously placed tile 21, it shares a side with the 4 glyph of the
previously placed tile 21 in violation of the ruled of game
play. As with FIG. 4A, FIG. 4C also depicts a legal move
because the 1 glyph of the placed tile 20 is directly adjacent to
the 1 glyph of the two previously placed tiles 21, 23 but does
not share a side with the 4 glyph of'tile 21 or the 5 glyph of tile
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23. FIG. 4D may or may not be a legal move depending on
game play as will be described.

Play continues in a round-robin fashion. If a player cannot
make a legal move with the pieces in her/his hand, the player
must pass, and the table collects a beat. If a player passes his
or her turn without placing a tile onto the playing field, an
extra beat is assessed to the table. A beat is any move in the
game and represents an opportunity to create an asset or waste
by placing a tile. Extra beats are plays that do not add a bone
to the table, in other words, plays or passes that can not be
counted by counting the bones on the field of play. If a turn
passes without a tile being placed then an extra beat is
assessed to account for the lost opportunity. Extra beats are
also assessed for unearned placements that begin each round
(such as for the three bones of the Tumbler) and for trading of
tiles between a player’s hand and those on the table which is
permitted. Extra beats may also be assessed for steps neces-
sary to correct an illegal move as they are otherwise unac-
counted for. Extra beats are counted with beads or stones
provided with the game, and are used to calculate the scoring
of each round as will be described.

Every Spirit glyph has a value of 0 or 7 depending upon
when it is played. The first and last Spirit glyphs of around are
played “Wild and Free” and have a weight of 0. All other
spirits played have a weight of 7. A “wild” Spirit glyph means
that the glyph can represent any other glyph and can be played
anywhere. Wild Spirit glyphs remain wild for the entire
round, which is to say that they take on the identity of the
glyph that they are placed next to, can be adjacent to any other
glyph or glyphs. With reference to FIG. 4D, if the Spirit glyph
of'the placed tile 19 were the first or last Sprit glyph of a given
round, then the depicted placement would be a legal move
because the glyph would be a 0, or wild. Ifthe placement were
not the first or last Spirit glyph played, the move would be
illegal as the glyph would be a 7. Additionally, if the last spirit
is played remains open for the duration of the round, i.e., is
not locked from being played off of, and remains playable, all
hanging spirits become wild and take on a value of 0 and
therefore count as zero waste. If the last spirit bone is locked
atthe end ofthe round, i.e., played in such a way that it can not
be played off of by another piece, all hanging spirits take on
a value of 7 and are counted as waste. The reason for the last
spiritrule is that the goal of each generation is to leave as little
waste for the next generation to deal with.

Play continues until all playable bones have been played.
This may occur when all bones have been played or when all
un-played bones are “locked out”” A locked bone on the
playing field is a bone off of which no legal move can be
played (except the first or last Spirit glyph). A face of a bone
in a player’s hand is “locked out™ if all similar faces already
placed on the playing field are locked. A bone in a player’s
hand is “locked out” if both faces are locked out. Locking
faces is one way of creating waste. At the end of each round
the “coefficient”, or “Coe”, is calculated, and the score logged
(as will be described).

Subsequent rounds begin with the heaviest hanging or
wasted bone being left on the table. All remaining bones are
placed into the bonesack or well and mixed again. The person
playing the last bone in the preceding round begins play for
the next round off of this bone after drawing three bones from
the table or bonesack or well. If there were no hanging bones,
the elder draws from the bonesack or well after everyone has
drawn their hand. This will seed the next round of play. The
final player from the last round will then commence play.
Placement of the Tumbler and evolution of the Queen Set is
only required at the start of the first round and is not repeated
in subsequent rounds.
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With reference to FIG. 5, scoring for a round is calculating
the value of assets generated (A) and subtracting the waste
(W), multiplied by the number of beats. Assets are any cluster
of'three or more adjacent faces having the same glyph and the
value of the asset is the weight of the glyph times the number
of faces in the cluster. For example, an asset comprising a
cluster of three 1 glyphs as depicted in FIG. 6A has a total
asset value of 3. A pair of adjacent faces having the same
glyph, as seen in FIG. 4A, is not calculated as an asset and has
no positive value, but is also not waste and thus has no nega-
tive value. However, a wild Spirit glyph adjacent to a pair of
like-glyphed faces, as in FIG. 4D will serve to convert the pair
into an asset and may link to another like-faced glyph that
would otherwise not be adjacent or contiguous, as in FIG. 6B.
A wild Spirit glyph may be counted as part of any asset to
which it is adjacent and can be counted as part of more than
one asset simultaneously. Thus, for example, the cluster of 1
glyphs as depicted in FIG. 6C counts the 0 glyph among it
(presuming it was played as wild) and thus has a value of 4.
Simultaneously, again presuming it were played as wild, the
Spirit glyph would also be counted as part of the cluster of
three 5 glyphs, transforming it from a neutral-value cluster of
two, to an asset value of 15.

After assets have been tallied, the waste is calculated by
first identifying all hanging bones. A hanging bone is any face
that had not been legally played against on at least one side.
For example, both 5 glyphs and the 4 glyph of FIG. 6D are
hanging while the 6 glyphs, though not an asset, are not
hanging and are thus neutral. Note that any un-played face in
the Queen Set of the first round (usually the 4, 5, or 6) are
considered to be hanging bones unless touched by a 0, or
Spirit Bone. The total weight of the hanging bones is multi-
plied by the number of extra beats to reach the total weight of
the waste, as depicted in the exemplary single-round score
card of FIG. 5. The waste is subtracted from the generated
assets to reach the coefficient or score for the round. A posi-
tive coefficient indicates that the player group left the uni-
verse better than it found it. A negative number indicates that
the player group sacrificed the next generation for the current.
A coefficient is tallied for each round played, and the coeffi-
cients for each round are averaged together to obtain a coef-
ficient for the game as a whole. This coefficient will be aver-
aged into each player’s overall average Coe, much as a
baseball player’s batting average for each game is averaged
into his/her overall batting average.

Thus, the formulas for calculating the score or COE at the
end of each round is as follows:

-W+4=COE

In which W is the total waste which will always be a
negative number and A is the total generated assets as
described above. Waste is determined by the following equa-
tion:

—-HxB=-W

Inwhich H is the number of hanging bones, B is the number
of extra beats including at least the 3 extra beats for the first
round and 1 extra beat for each subsequent round as described
above. Once the full 7 generation/round game is completed,
the COE score of each generation or round are added together
and divided by 7 to get the average COE ofthe game. If fewer
than 7 rounds are played, the COE is calculated by dividing
the total sum of the rounds by the number of rounds played.

Having now fully set forth the preferred embodiment and
certain modifications of the concept underlying the present
invention, various other embodiments as well as certain varia-
tions and modifications of the embodiments herein shown
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and described will obviously occur to those skilled in the art
upon becoming familiar with said underlying concept. It is to
be understood; therefore, that the invention may be practiced
otherwise than as specifically set forth in the appended claims
and may be used with a variety of materials and components.
This application is therefore intended to cover any variations,
uses, or adaptations of the invention using its general prin-
ciples. Further, this application is intended to cover such
departures from the present disclosure as come within known
or customary practice in the art to which this invention per-
tains.
I claim:
1. A multi-player game, comprising a planar surface; and
aplurality of bifurcated tiles, each of said tiles comprising
a first hexagonally shaped portion permanently con-
joined on a single side to a second hexagonally shaped
portion, each of said first and second hexagonally
shaped portions having five free sides extending from
said conjoined side to form a regular hexagon each
defining an upper surface on which one of a predeter-
mined indicia of value is depicted;
wherein said plurality of bifurcated tiles are positionable
on said planar surface in accordance with a rule of said
game whereby at least one free sides of a hexagonal
portion of each of said plurality of bifurcated tiles is
adjacent to one or more free sides of one or more hex-
agonally shaped portions of previously positioned tiles
having the same indicia of value, and no free side of a
hexagonal portion of each of said plurality of bifurcated
tiles is adjacent to a free side of a hexagonal portion of a
previously positioned tile having a different indicia of
value;
wherein each of said plurality of bifurcated tiles comprises
a recess on a lower surface thereof, said lower surface
being opposite said upper surface; and
wherein said planar surface further comprises a plurality of
raised protuberances, each of said plurality of protuber-
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ances corresponding to one of said recesses on said
lower surface of each of said plurality of bifurcated tiles.

2. The multi player game of claim 1 wherein said planar
surface is undivided.

3. The multi-player game of claim 1 wherein said planar
surface is divided into a plurality of hexagonal playing posi-
tions.

4. The multi-player game of claim 1 wherein said prede-
termined indicia of value consist of seven indicia each having
a different value.

5. The multi-player game of claim 1 wherein all players of
said multi-player game achieve the same score.

6. The multi-player game of claim 5 wherein said score is
calculated by subtracting a value of waste created by the
positioning of said bifurcated tiles relative to one another on
said planar surface from a value of assets created by the
positioning of said bifurcated tiles relative to one another on
said planar surface.

7. The multi-player game of claim 6 wherein said value of
assets is the sum of the value of each cluster of three or more
hexagonally shaped portions depicting the same indicia of
value and sharing with at least one other hexagonally shaped
portion of said cluster at least one free side, and wherein the
value of each cluster is the product of the number of hexago-
nally shaped portions in said cluster multiplied by the value of
the depicted indicia.

8. The multi-player game of claim 7 wherein said value of
waste is the sum of the value of said indicia of each hexago-
nally shaped portion of a bifurcated tile on said planar surface
adjacent to which no other bifurcated tile has been positioned.

9. The multi-player game of claim 1, wherein each of said
plurality of bifurcated tiles has a thickness, said thickness
being equal to the length of each of said five free sides of said
bifurcated tiles.



